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The following is not an in depth guide, 
it’s purpose is to help beginners and 
cut any unnecessary details in order to 
not get overwhelmed by the program. 
This is also not a guide on how to 
animate. Hopefully some of the stuff 
here will help you in some way 


The Animator's Survival Kit by Richard Williams 


https://www.toonboom.com/services/training 


Clarity Precision Economy 


“Today's obsession for speed and quantity has 
profoundly influenced the ways in which we think 
and feel. 


There is very little time now for the perception of 
unnecessary details. The duration of the visual 
impression is too short. 


Clarity, Precision and Economy are compelling 
values in a world suffocating in the fight of cross- 


purposes” 


Digital Animation 


Back to the Principles 


1: Solid Drawing 
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2: Arcs 

3: Staging 

4: Anticipation 
S$: Timing 

&: Appeal 

7: Exaggeration 


¥: Squash & Stretch 


9: Secondary Action 
10; Follow Through /Overlapping Action 
11: Ease in / Ease out ey? 


X ee 
12: Straight ahead / fFose to pose (ix )e 
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Opening Program 


Here's where you'll draw. 
‘The square represents your camera. — 
Anything outside the square will nok — 
appear im the export, 
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Shortcuts 
1= Zoom out 
22 Loom in 
Space bar= Pan 


Colour Card 


Before exporting, remember 
to add a “Colour Card” or 
else your export will appear 

completely black 


Find the “plus” 
button in the 


timeline and select 
Colour | Card 
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Colour Card 


> Play 

Me Render & Play 
») Loop 

™@) Enable sound 
u@S Sound and scrubbing 


P<] Create empty drawing 


@9 Enable/disable 
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Drawing/Exposure 


Timeline curser 


Play= Shift + Enter 


Scrub= ,(coma)/.(period) 


Increase Exposure = Shift + Plus 


Decrease Exposure = Minus 
Add inbetween= Shift + J 


Add Drawing Layer= Ctrl + R 


Drawings 


Drawings are the Little grey squares 
in your timeline. 


Extend Exposures [shift] + [Plus Key] 
Decrease Exposure= [Minus Key] 
Add inbetweens= [Shift] + [9] 


Toolbar 


There are Lots of tools in the 
toolbar and each of them have their 
own Litkle sub function. 


We'll be focusing on the main tools 
you'll use for traditional 
animation, 
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Selector + Contour 


Tools 


Edits Line shape 
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Exposure Length 
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Displays options for the currently 
For example if your brush 
or pencil are selected, here you can 
change the size,smoothness and textures. 


Falettes are where your color swatches 
are stored. Create different palettes for 
individual characters or props, thak way 
it’s easier to find the colors you need 
and avoid confusion by having them all 
in just one palette. 


You can import previously made 
palettes to other work projects. 


Swatches are your color IDs which uou 
can edit whenever you wank, Create 
individual swatches for different parts of 
your character or prop. 


‘Double click on the color swatch 


to open the color picker and/or 
multi wheel. Here you can 
pick,make and edit whatever 
color you wane, 


The “Line Art” and “Color Art” are 
the only ones turned on by defaulk 
but you can enable “Support Overlay 
and Underlay” in your preferences. 


Quick Color Filling 


-(You can toggle the invisible strokes by ih 


pressing “K”, though you'LL 
heed them on in the color Layer, if any 


gaps are Left opened, me close them) 


Your project is grouped in a folder which 
holds everything in your project. 


The xskage” is the file to open the project 
but if you copy/paste ik by itself without the 
entire folder, your project will NOT open. 
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Save as: is the best way to make 
a a new Copy of your project 
Dee «without overwriting the previous 
= Ss version, 


2D Rigged Animation 
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2D rigs are used to speed up production and most 
importantly, keep consistency within the project, 


RESOURCES 


https://www.toonboom.com/services/training 


https://www.adamsanimationacademy.com/ 


https://www.youtube.com/zebirdbrain 


Node View 


Here is where you'll see everything 
that is on the timeline displayed in a 
flak view. As av animator your main 
modes are drawings and pegs. 


You can adjust Layering, add effects 

and composite. The node view is also 

where riggers builk that cool character 
youre animating 
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Getting started 


Your two main tools are the transform Tool 
and the Timeline. Every time you finish a 
pose you'll see a Little square in the 
timeline, those are your keys and by default 
they'll be in “step”, you can click on “set 
stop motion keyframes” to add auto 
inbekweens which you can adjust Later on. 
It’s important to do strong solid key poses 
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“Rough em oul quickly or follow the 
animatic 

-fose to pose 

-Adjust your blocking 

-Inbekween 

-Make sure everything is neat and tidy 
-Lip sync (should always be Last) 


Transform Tool 


It’s whak uou'll use to select 
and move the character 


To select various elements and move 
up/down the hierarchy; select the 
elements you wank and press “B” a few 
times until the child reaches the parent. 


Drawing Substitutions 


It's a folder of multiple drawings in a 
single Layer. Here's where you'll find 
your hands, mouths, assets and various 
pieces you will use throughout. 


If you dont wantheed a certain sub, 


dont delete ib, simply eliminate the 
exposure then bring it back if you wish, 
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r>Window 
>Prawing substitutions 


Shortcuts: 


[ J: Teggle through subs 
quickly using the square 
brackets 


Layer LAG 
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Move objects in the “Z” axis when something 
needs to be either in front or behind, 


Deformers 


Deformers are used for multiple stuff Like; 
clothing, joints, exaggeration, etc. You can turn 
them on and off ak will, They animate similarly 
to the transform tool but you have to be more 
careful or else some stuff will Look weird in 
motion (shrinking, breaking, floaty). 


So make sure you have solid poses. 
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Types of deformers ~ }A 


- Bone = More joint based (example, FK) 
- Curve = More Loose ( example, IK) 
- Envelope = Larger manipulation 
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Show selected Deformer 


Hide all controllers 


Reset current keyframe 


Library 


Helps you save poses, full 
animations, drawings, ete. This is 
helpful for importing, resetting 

and editing. Ik all gets saved on a 
special folder you create. 
To reset an entire rig that might be 
beyond fixing, drag and drop the 
saved pose to the same key. 


Reset Transformation 
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“Talent is a pursued 


interest, Anything Ehak 
you're willing to practice, 
you can fo Cowl 


- Bob Koss 
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